The Problem
Input graphic objects by freehand sketching 
Graphic Objects
Stroke--trajectory of a pen movement during touching a tablet 
Features Used in Recognition
Corners can be found by Construction of Classifiers SVM (can be used for incremental learning)
One-against-one structure: n(n-1)/2 classifiers One-against-all structure: n classifiers Max-win scheme the output is similar to the original freehand stroke but also appears in its most beautiful form:
e.g., conforming as much as possible to connectedness, perpendicularity, congruence, and symmetry, intended by the user.
Also referred to as beautification (Igarashi et al. 1997) Shape Regularization Object 76 Object 5
